In the processes of constructing characters by computer graphics (CG), texture mapping is a key factor to express the sex, age, and personality of the characters. The make-up expression is an important factor of non-verbal information in human communication, but it is unclear what impression make-up adds to the characters. In this study, we evaluated observers' impressions on different styles of make-up applications. We showed the observers various styles of make-up for 3DCG characters ( Figure  1 ), and they scored their impression of the made-up faces.
In experiment 1, to identify the impression dimensions for the made-up faces, we had 38 undergraduate subjects evaluate 4 make-up styles using 23 adjectives. As a result, we extracted 2 factors, "external appearance" and "internal feeling" about the characters (Table 1) .
In experiment 2, we had 70 undergraduate subjects evaluate 5 make-up styles using 7 adjectives that showed high loadings in exp. 1. We applied the "positioning analysis" method for the SD data, and mapped the loading values for make-up styles (targets) and adjectives (scales) on a 2 dimensional plane (Figure 2) .
The results showed that the adjectives were different for each make-up style. For example, while "no make-up" and "natural style" give both "plain" and "subtle" impressions, the former has a negative impression such as "unrefined" or "dark" as a whole, and the latter gives a positive impression such as "neat" or "friendly" in addition. This suggests that the impression of CG characters can be controlled by make-up using texture synthesis.
In this study, we showed the utility of the "positioning analysis" method to evaluate the impressions of CG characters, and discuss the impression structure in datail. The interaction of make-up styles and character types remains to be studied. In this study, we evaluated observers' impressions on different styles of make-up applications. We showed the observers various styles of make-up for 3DCG characters, and they scored their impression of the made-up faces. In experiment 1, to identify the impression dimensions for the made-up faces, we had 38 undergraduate subjects evaluate 4 make-up styles using 23 adjectives. As a result, we extracted 2 factors, "external appearance" and "internal feeling" about the characters. In experiment 2, we had 70 undergraduate subjects evaluate 5 make-up styles using 7 adjectives. We applied the "positioning analysis" method for the SD data, and mapped the loading values for make-up styles (targets) and adjectives (scales) on a 2 dimensional plane. The results showed that the adjectives were different for each make-up styles, suggesting that the impression of CG characters can be controlled by make-up using texture synthesis. 図 1 仮想キャンパス環境"V-KSC"と案内役の"Susie" 
